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THE EVOLUTION OF THE X-MEN 


Humanity is on the verge of a large scalé genetic evolution. 
Children all over the world are beingborn with a certain 
“X-Factor” in their genes, which gra 
these selected few unparalleled f 
powers. This mutation in humanity's 
evolutionary chain has bred fear ar 
distrust amongst the “flatscan” 
general populace. 


Professor Charles Xavier, possibly the 
most powerful psychic mutant mind it 
the world, has pledged his life toa 
dream that one day, humans and ' 
mutants can live together in peace. In order to achieve this 
goal, Professor Xavier founded a very exclusive school nestled 
amongst the dense forests of Salem Center in upstate New 
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York. The Xavier Institute is wh ung mutants can come 
rol 1 The students of the 

school have ba ether t t for the same dream of 

peaceful co-e . These often mistinderstood heroes are 


The road ° to peace is nota ; easy and there are those who 
believe that mutants should not liv ‘in f€ar, but should take 
their birthright as the domin 3 On the planet. 
Magneto, “The Master of Magnetism,” is one of many of these 
evil mutants who seek world domination, These conflicting 
viewpoints have brought Professor X and his X-Men up against 
Magneto Om many occasions, with no cl@ar victor. 


ination from these evil 
of the X-Men must be 
| to save the world can 


ood luck! @ 


Due to the constant threat of world d 
mutants, you as Wolverine and the re 
in a constant state ¢ readiness. The 
come at any time, and it often does 


STARTING THE GAME 


Make sure the Power switch is off. 


Insert the X-Men: Mutant Wars Gam@ Pak into the Game Boy 
Color slot as described in your Nintendo Game Boy® Color 
instruction manual. . 


Turn the Power switch on. 
Note : X-Men: Mutant Wars is for Game Boy Color® only. 


MAIN MENU 


Is of swarming enemies 
end of each level, as 
d a rampage of killer 


Story Mode: 


cyborgs. 


Use all the X-Men to det 
you can, in suécession. 


: Fight Mode: t as many bosses as 
Password: Passwords aré assigned 
Story Mode only. Passwo} 
rejoin the mission at the 
When a password is givé 
down. 


At the Main Menu, se 


A Button to go to the 
Move the Control P. 


d of a cleared level. 
, be sure to write it 


Password and press the 
assword Input Screen. 
up/down to scroll between 


_GAME MODES 


choose from. First is 
ine levels of enemies, 
ind out who's behind 


Story Mode wile you battle throug | 
with a bosssat the end of @ach stage, t 


where you engage in battle with all thé Bosses of each stage in 
succession. 


Slash your way through the swarm of 
enemies in each level, making sure to 
find the key that will allow you to 
continue on 6 the next level, should 
you defeat the boss. Take your time so 


you don’t miss any of the branches off 


the main path where you will find [x] 


critical items for your mission. Sometimes the enemies are 
carrying these items as well, so be sure to kt 
along the way. 


Use your extensive arsenal of attack 
formidable array of powers to blast: 
level. Push the Control Pad and Sele¢ 
other X-Men. Use the characters wisely because their various 
powers will be more useful depending on the situation. Be sure 
Wer helpful items that the 


Dur way through each 
to switch to one of the 


X-Men against a stream of big, bad x: that only ends when 
all your X-Men are beaten. Professor x rank your 
performance at the end. 


As 
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CONTROLS 
Ly 


Tap once for normal jump. While in mid-air, ta 
again to get extra height. Use in conjunction wi 
Control Pad left/right for diagonal jump 


Enter doors, climb ladde 


Move leftior right. Press twice quickly in the sa 
direction to Run or Fly/G 


Go down holes, se’ 
Attack; Type depends on character being 


the time. (See individual profiles for powe 
with the Control Pad up/down for diagona 


HOW TO CALL ON YOUR F of X-MEN 


Press the following Control Pad keys a 
to switch players. 


Left - Gambit 
Up - Iceman 


Right — Cyclops 
Down - Storm 


Press the Select key alone to go bak to Wolverine. 


Key PRiecessary to , on to next e 
}} Big Heart — Recover APboints of 
, : Small Heart —- Recover 15 points of your HP. 
ISM] star = Extra Attack Power. 


Aum by 10 points. 


X-Men. If all X-Men 
0 HP. te 


J| Red Ruby —Raises your HP max 


¥) are still available, it gives yot 


CHARACTER PROFILES 


HP Hit Points — Once a give character's HP drops to 
0, that character is out Of the game until the 
next level. = 

XP X-Power — Power required to use the X-Men’s 


special mutant abilities. Special attacks use some 
X-Power each time they are used. X-Power builds 
back up with time, But if a character's X-Power 
drops to 0, that character can not use his/her 
special attack(s) untilthe X-Power gets back 
above 0. 


HP and XP are maintained separately for each character. Power 
ups apply only to the current character, except for the Green 
Sphere which can restore a fallen X-Man, Not all attacks will 
prove effective against all enemies. Find the best X-Men for 


12) each situation. 
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animal- vf senses, healing 
and razor-sharp claws make F vim 
one rugged animal. 7 


S | ips ‘ : 
Uppercut - B Button + @ . | x 


Jump straight up then a flying kick - 
A Button to,jump, B Button + Down 


Press B Button repeatedly for 
multiple enemies. 


Frontflip* — A Button, + Diagonal t 
High Backflip — A Button + ft 


Back Handspring* — A Button + & 


Unstoppable Super Slash* — B Button, 
running 


Button quickly while 


B Button + @/> 
Button + Diagonal t 
Backflip, A Button + 


Lunging Knee Attack - While runni 
Flying Knee Attack - While running, 


Power Spike* — A Button + ff to Hi 
B Button + & 


SECRET MOVE 
Super Speed* — Accomplish the foll 
for the rest of the level: Use only thé Super Slash or Power 
Spike moves to kill four enemies withthe first ten seconds of 
any level. This must be performed on a main route and not on 
any side branches. % 


*Need to use XP to perform these attacks 
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ing tasks for super speed 


Range = Farrow 


Use the Control Pad tt/2 while 
firing (press B Button) to shoot 
diagonally, even while jumping. 


Pushing the Control Pad </> in 
the same direction twice allows 
Cyclops to run. 


STORM 


She is considered, in her home in 
Africa, to be the goddess of 
weather. Storm shoots cyclones. 


Attack Power — Low 
Attack Area - Wide. 


Use the Control Pad *t/2 while 
firing (press B Button) to shoot 
diagonally, even while jumping. 
Pushing the Control Pad </> in the 
same direction twice allows Storm 
to fly/glide over obstacles. 


Adopted by the i inf 2 ous “Thieves ( Gt 
of New Orleansi™ ambit throws a 
bio-kinetically charged playing 
cards. ay : 
Attack Power — Medium 
Attack Area —- Medium 


Use the Control Pad tt/2 while 
firing (press B Button) to shoot 
diagonally, even while jumping. 
Pushing the Gontrol Pad </> in the 
same direction twice allows Gambit 
to run. 


ICEMAN 
One of the original T< 


X-Men, Iceman, has the _ 
ability to freeze even the 
moisture in the air to create \. 
any shape out of ice. Shoots 
shards of ice. 


Attack Power -— Low 
Attack Area-— Narrow — 


Use the Control Pad og while firi 
(press B Button) to shoot diagonall 
even while jumping. oe 

Pushing the Control Pad ©/=> in the s 
direction twice allows him to glide ove 
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CUSTOMER SUPPORT 


You must be at least the age of 13 yéaks old in order for us to 
assist you whe i ee 


a 


Our fupport section of the web has the 
information available. We update the s 
please check here first for solutions. 


E-MAIL: SUPPORT@ACTIVISION.COM 
A response may take anywhere from 2 
the volume of maisaces we receive a 
problem. 


ost up-to-date 
port pages daily so 


2 hours depending on 
the nature of your 


ed in English only. 21) 


. 
Note: Internet/e-mail support is han 


PHONE: (310) 255-2050 
You can call our 24-hour voice-mail sys 
most frequently asked questions at t 
a Customer Support representative a 
between the hours of 9:00 am and 5 


Ro 


for answers to our 
Above number. Contact 
e same Number 

0 pm (Pacific Time), 


Monday through Friday, except holidays. 


Please do not send any game retur 
our policy that game returns must 
or online site where you purchase¢ 


5 directly to Activision. It is 
e dealt with by the retailer 
he product. 


SOFTWARE LICENSE AGREEMENT fiat 
IMPORTANT - READ CAREFULLY: USE ¢ OF Tus PROGRAM IS suBsecT 
“PROGRAM” INCLUDES THE SOFTWARE INC THIS 


MATERIALS. BY OPENING THIS PACKAGE 

INC. { Oe 

LIMITED USE LICENSE. Activision gra ed right and license to use one copy of this roan 

solely and exclusively for your perse ; 0 | | Agreement are reserved by Activision. This 

Hd licensed, not sold. Your license i : n Id not be construed as a sale of any ve in th ak 

rogram. : 3 A 

OWNERSHIP. All title, ow: 

limited to any titles, co! er | 

animation, sounds, m ompositions, audio-visual effects; t 

incorporated into this Program) are owned by Activision or it 

international commer reales and conventions and other laws.” 

may protect theif rights in the event of any violation of this A 

You SHALL. NOT: 
Exploit this Program or any of its parts commercially, no but not limited to dS@at a cyber cafe, computer gaming center or any 
other location-based site. Activision may offer a separate Site License Agreement t@permit you to make this Program available for 
commercial use; see the contact information below. 

¢ — Sell, rent, lease, license, distribute or otherwise transfer this Program, or any cop 
consent of Activision. 

¢ — Reverse engineer, derive source code, modify, decompile, disassemble, or create 

¢ Remove, disable or circumvent any proprietary notices of labels contained on or 

* — Export or re-export this Program or any copy or adaptation in violation of any app 


LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this P 
Program is recorded will be free from defects in material and workmanship for 90 da 
found defective within 90 daySiof original purchase, Activision agrees to replace, free 
such period upon its receipt of the,Product, postage paid, with proof of the date of pilf@fase, as long as the Program is still being 
manufactured by Activision. In the @vent that the Program is no longer available, Activision retains the right to substitute a similar program of 
equal or greater value. This warranty iSslimited to the recording medium containing Pr rogres as originally provided by Activision and is not 
applicable to normal wear and tear. This warranty shall not be applicable and shal oid if the defect has arisen through abuse, 
mistreatment, or neglect. Any implied warranties prescribed by statute are expres ited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS Hho ea IS IN LIEU OF ge cal ANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 


this Program, without the express prior written 


ative works of this Program, in whole or in part. 
the Program. 
ble laws or regulations. 


am that the recording medium on which the 
Dm the date of purchase. If the recording medium is 
arge, any product discovered to be defective within 


OR IMPLIED, INCLUDING ANY WARRANTY RCHANTABILITY, FITNESS F PARTICULAR PURPOSE OR NON-INFRINGEMENT, 
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE B ON OR OBLIGATE ACTIVISION. 


When returning the Program for warranty replacement please send the orig oduct cartridge only in protective packaging and 
include: 
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1) a phot of your dated sales somal (2) io name and return address typed or clearly printed; 3) a brief note describing the 
the problem(s) you are encountering and the system on which you are running the Program; (4) if you are returning the Program 
warranty period, but within one year after the date of purchase, please de check or money order for $15 U.S. currency 
per cartridge replacement. Note: Certified mail recommended. 7 


in the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los A 


LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPE 
RESULTING FROM POSSESSION, USE OR MALFUNC ; 
GOODWILL, COMPUTER FAILURE OR MALFUNCTI 

EVEN IF ACTIVISION HAS BEEN ADVISED OF THE 


RAM. SOME STA 
LONG AN IMPLIED WARRANTY LASTS AND/OR T! Ti 
THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILI 
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH V/ 


TERMINATION. Without prejudice to any other rights of Activision, this Agu 
terms and conditions. In such event, you must destroy all copies of this im and all of its component parts. 


U.S) GOVERNMENT RESTRICTED RIGHTS. The Program and documentati@f@ave been developed entirely at private expense and are 
provided as “Commercial Computer Software” or “restricted computer soffare.” Use, duplication or disclosure by the U.S. Government or 
a U.S, Government subcontractor is subject to the restrictions set forth in}SuBparagraph (c)(1)(ii) of the Rights in Technical Data and 
Computer Software clauses in DFARS 252.227-7013 or as set forth in subparegraph (c)(1) and (2) of the Commercial Computer Software 
Restricted Rights clauses at FAR 52.227-19, as ble. The Contracto ufacturer is Activision, Inc., 3100 Ocean Park Boulevard, 
Santa Monica, California 90405. Psi 


INJUNCTION, Because Activision would be irreparably damaged if the te 
that Activision shall be entitled, without bond, other security or proof of dal 
breaches of this Agreement, in addition to such other remedies as Activisio 


INDEMNITY. You agree to indemnify, defend and hold Activision, its partne! 
agents harmless from all damages, losses and ex arising directly or i 
Product pursuant to the terms of this Agreement 


MISCELLANEOUS. This Agreement represents the e his license between the parties and supersedes all prior 
agreements and representations between them. It m executed by both parties. If any provision of this 
Agreement is held to be unenforceable for any reason, sut e ed only to the extent necessary to make it enforceable 
and the remaining provisions of this Agreement shall e . Thi hall be construed under California law as such law is 
applied to agreements between California residents entered | e in California, except as governed by federal law 
and you consent to the exclusive jurisdiction of the state and i s, California. If you have any questions concerning 
this , You contact Activision at 3100 Ocean Pa ulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and 
Legal Affairs, legal@activision.com. ci 


ent will terminate automatically if you fail to comply with its 


this Agreement were not specifically enforced, you agree 
es, to appropriate equitable remedies with respect to 
y otherwise have under applicable laws. 


iliates, contractors, officers, directors, employees and 
tly from your acts and omissions to act in using the 
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